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GETTING STARTED 




AVOIDING DAMAGE TO DISCS OR THE DISC DRIVE 



CONTROLLER LAYOOT 
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INFORMATION ICONS 
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INVENTORY / 

CHARACTER INFORMATION SCREEN 
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Hit points can be healed by the use of 
erate slowly over time. 

Armor: Armor represents a character's 
ficult it is to hit and damage a charact 
score, the better. 

Caps: This shows the total amount of 
wasteland - collected by the player so 

Quests 

This screen displays any current quest 
acters, or story quests that need to be 
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Stimpaks, but they will also regen- » 1 

Armor Class, a measure of how dif- 
er in combat. The higher this 

ottle caps - the currency of the 
far. 

5 given to the player by other char- 
completed. 
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CHARACTER SKILLS 


Skills are special abilities your character can learn, such as new attack 
types, additional hit points, and so on, that allow you to customize your 
character as you journey through the game. Every time you gain a level of 
experience, you gain a number of points equal to your level that you can 
spend to gain a new skill, or improve an existing one. You gain more 
points as you complete more levels . Some skills cost more points than 
others to learn or improve, so you may need to save your points from 



more points you apply to a s 



Health: Health or hit points (hp) is a measure of how many points of dam- The following base skills 
age your character can take before dying. When a character reaches hit 

points, they hit the dust. Hit points are represented by the red bar on Slayer: Learning this skill 

the on the upper left corner of the main game screen (see Main Game critical damage when att. 

Screen, p.16} chances, level the skill u| 
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m SMG: This weapon's accuracy 
pretty poor. But the design is 
ch that it makes up for the low 
ality of shots by the amount of 
llets pouring out of the muzzle. 
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i Cleatfer: Guaranteed to put the fear 
^^ ^^. « of God into you opponent, the 
< r >**" cleaver is one of the most effective 
1 communication devices in the 
wasteland. Well, would you argue 
with someone wielding this? 
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enger Light Mini-Gun: if a garden 
se could be made to spray a 
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tead of water, the effect would 
similar to the Avenger when 
ad. This weapon has an incredible 
e of fire, though when held in 
a hand, its got lousy accuracy. 
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u through alone - at some point 
d guys at close range. - 
tacks that you can use to set up 
matter of hitting a target 
weapon. These can be developed 
d visually spectacular moves as 

u'll encounter: 




^^^^^ ( Spiked Baseball Bat: Take a standard 
wooden baseball bat and everyday, 
' run-of-the-mill industrial nails. Mix 
j thoroughly and enjoy. 

1 
__■__■__ A 

>^B ' Burning Gloves: The burning glove is 

V f a heavily insulated gauntlet coated 
( with a steady stream of slow 

burning jelly. If you're not wearing 
1 it, stand well back. 
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Ifi A home-made knife made out 

sharpened metal scraps and 

apped with tape to create a 

ndle. Cheap, basic, but better 

an nothing. r 
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EXPLOSIVES 

As well as Gun 
are essentially 
can use explos 

Mines: When ar 
ground, creatin 


s and Melee, you are also able to use Explosives, which 
ranged weapons but with some amusing benefits. Players 
ves in one of two methods: 

explosive is equipped, you can set the explosive on the 
g a mine - provided you have acquired the "Explosive Trap" 
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